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ABSTRACT

Miss is a 2D animation graduate thesis film, with a length of 5 minutes and 50 seconds.
The production phase went from September 2019 to November 2020.

"Miss" is a microcosm of ordinary children's emotional expression facing the death of
their loved ones in reality. The protagonist is a child. The first time he met his relatives'
death, he was at a loss and didn't know how to deal with it. He tries to pray and find an
answer. But the answer is already in the heart of the little boy in the end. The temple
gods are very kind and fair and try their best to respond to the devout believers. But
there were some small episodes, which caused some twists and turns in the process,
but I finally completed it. The little boy wanted to realize his wish, and the gods tried his
best to help the little boy learn his desire. Without violating the laws of nature, he finally
had a good result.

Miss is a 2D animation produced by multiple software programs, including TVPaint
Animation Pro 11. Adobe Photoshop, Adobe After Eﬀects, and Adobe Premiere. The
final output format is 720 with a stereophonic track.

This paper will retrace the process of making Miss and share the personal experience,
Inspiration, technique, reflection, and diﬃculties and solutions.
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INTRODUCTION

I conceived a thesis film from the spring semester of 2019, but I changed that story in
the middle stage because I couldn't express what I wanted most. After the end of that
semester, and my proposal got to pass at the opening report, I still couldn't satisfy that
story written as a carrier to carry the emotions I wanted to express. I felt that its topic
was too vague to understand and not direct enough to become a short work. Before
starting the fall semester of 2019, I reorganized my real thoughts and wrote a new
script again, which is the first draft story of the animation completed. The whole
process has confirmed a saying once again that if a thing weren't what I wanted to do,
I wouldn't be able to stick to it now. I was delighted that I could hear my inner voice at
that time. After seeing my new script, my mentor Brian feel interested in it, although it
was just a rough idea. Before showing it to my mentor Brian, he asked me to write
about 15 thoughts about the thesis film, but I did not choose any one of them to be my
final script. As you can imagine, the only way to do the work to impress other people is
to brand yourself first.

I have always been interested in traditional Chinese culture. After all, it is the 21st century. The world is developing very fast. Things from decades ago were quickly washed
into faraway places by the waves of history. I also have some archeological mentality
that I like to found out some things that happened before. First, the Chinese ghosts
and monsters attract me the most, although there are legends about ghosts worldwide.
After all, I was fascinated by some things in China, so I desire to explore it, which I already spend some time learning about some Chinese ghosts. Second, I think ghosts
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and monsters are often associated with death, which is a good entry point to link my
experience. In the past few years, the ends of close relatives have had a significant impact on me; I want to take an opportunity to condense these emotions into a graduation movie.

It is a way for me to preserve and express my emotions and express some things that
ordinary Chinese small families will experience in modern society. An original, more
profound point is to pay homage to my father. However, as the film takes shape, I find
that this kind of emotion has changed from being a desperate release to expressing a
universal view and being buried at the bottom of my heart. I only want to share my experience with audiences. People will always experience various things in growing up;
someone will experience early or late. When this experience is earlier than the average
person, what kind of changes are shared in mentality and behavior. The story combines
lyricism and narrative to convey what I want to say.

Regarding the choice of 2D animation as the carrier to express my story, the first reason is 2D is a way I am familiar with, and I could use some techniques relatively quickly. The second reason is that I still have some knowledge points that I want to know
about 2D animation, such as performance, the application of color and light, the
movement of the lens, and timing, etc.
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REVIEW OF RESEARCH

IDEA DEVELOPMENT

Regarding the why I would like to portray the image of ghosts I like, one more reason is
after I graduated from college, I accidentally saw an incredibly stylized illustration, not
only the color expression but also the performance of the characters in the painting
attracted me. It's a pity that I can't find that illustration anymore, and the impression I
left in my head is similar to the legend of a Demons' Night Parade in Asia. So I found
some books about ghosts. There is a book about Japanese ghosts, called "Youkai,"
edited by Kazuhiko Komatsu. Most of the monsters could still be seen as some of the
people's characteristics, and some artifacts are artifacts in life transformed into
monsters.

Figure 1-5: Demons’ Night Parade, Youkai (2015)

6/45

There are also some Chinese ghosts and monsters found in "Legends of Mountains
and Seas." Most of them are also humanoid features, and some clothing decorations
are more memorable. There are also Chinese literary novels about ghosts. The
inspiration for me is that people will be afraid about something that they don't
understand. It was initially a point I wanted to convey in my story, but the story is too
short, and the change of this point needs more details to add, so I cut it in the formal
film.

Figure 6-7: Legends of Mountains and Seas

Because the audience is not omnipotent to accept the information brought by my culture, I also found some picture books for reference, one of them written by Patrice
Karst and illustrated by Joanne Lew-Veriethoﬀ to describe deceased family members
to children. The book called The Invisible String. Everything is connected, including
dead relatives with alive people. According to this thought, I think the setting of the
ending of my story is more transparent, and at the same time, I think the audience can
understand the end of my story.
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Figure 8: The Invisible String (2018)

Combining my own experience, I have watched funeral ceremonies in China and participated in the memorial ceremony in the United States. My personal experience has
also given me reflection. Although the format is diﬀerent, and the people hosting the
ceremony are all adults, children's participation is not apparent. So I don't want to focus on the funeral rituals in diﬀerent places. The important thing is the child's thoughts
and the child's behavior.
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PROCESS

PRE-PRODUCTION

SCRIPT

In the beginning, I did some brainstorming about topics I wanted to express or some
ideas, and then recorded them all, and then found that I had a general storyline. Then,
the first edition of the story outline: The child, Peng, listened to the older adult in the
village who said that the guardian god of the temple is the most eﬀective. People make
a wish in front of him; the wish will almost have come true. The spell, which is a piece
of paper with a pattern, plays a significant role. The spell is sticking on the forehead of
that god. Peng wants to try his best to keep the dead father around, and in the unclear
case, he takes away the spell from the head of the temple's guardian god. The
guardian god of the temple was alarmed, and the guardian god sent two ghosts to recover the spell. Peng puts a spell on his side, the little spirit wants to take it, but the
little ghost has not succeeded because of the child's amulet. At the same time as there
was a small gas appeared in the things the father used. The child began to set up the
incense burner and carefully burned his father's relics. But at the last moment, when
Peng wants to burn the spell, the patron saint arrived and stopped him, and recovers
the spell. All the gases come together to form the look of the father. The father felt the
danger of the child and guard his son. The child seems to have seen his father protect
him. Peng is shocking, and the tears flow out.
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There are characters' backgrounds and story background: Little boy, Peng, second
grade in high school. He cannot accept the fact that his father died, want to see his father again. Qi, Peng's father, a fisherman, hardworking, do not speak too much in daily
life, has always care about his son in the back. Patron saint, mountain gods, who guard
the island. Compassionate, but also impartial). Two ghosts, one is aggressive, selfless,
straight-eyed; the other is soft and weak, but somewhat creative. The mother, an author of the city's academic staﬀ, authoritarian, strong personality, is an external character.

A small island lay in the center of the river in the city, formed by alluvial. Only a tiny portion of the island's inhabitants make a living from fishing. Others go out to work because the government provides free transportation to the island and the city. The
mother is the author of the academic staﬀ in the city. She is also responsible. Because
she is swamped, she does not care about her children. Peng often goes with Dad. Dad
is one of the few fishing people on the island, but the recent harvest is not very good.
They often drink at home, and the poisoning accidentally passed away.

What I mentioned before is the original idea, which is to throw all my thoughts up. Although this script is rough, it is necessary to turn the concept into words and write it
down.

PROBLEMS TO BE SOLVED BEFORE STORYBOARDING

The first one is the logic of the story. In my initial assumptions, ghosts and monsters
are evil and scary, which is not a problem in my traditional culture. As I said in idea de10/45

velopment, people are afraid of what they don't know. That's why I assume that children are scared. However, the ghosts I designed are not evil, but like a spirit who
comes to help children. The situation is diﬀerent from what I imagined at the beginning.
In this way, the story goes from a child bravely saving his father from evils in a horrible
atmosphere to becoming spirits to help the child, although there is a little episode in it.
It is diﬀerent from what I wanted to draw a story with a horrible atmosphere initially, but
it allows me to describe better and portray the child's inner thoughts. And the length is
limited, the things expressed are also small. In my original story, the audiences need to
understand many rules, which is not suﬃcient. Thus, there must be trade-oﬀs during
time and narrative.

Second, there is a story, but it is a story that needs to be polished. After being reminded by the instructor, I wrote the story beats. This step is crucial. Not only can you
smooth the logic, but also lay the text foundation for the next storyboard. These diﬀerent beats are equivalent to the highlights in the storyboard.

Figure 9-11: beats of story
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First, those beats written down could convey my intention. Thus they can be
understood by other people. Second, I could watch the shots' sequence to make sure
the correct logic and the rules simpler in the story.

Third, I should consider the ending. When the storyboard is about to end, my end has
not been decided yet. However, the conclusion will be sorted out and advanced along
with the storyline, and audiences will found the answer slowly. And it's only the
storyboard stage. If it is in the production stage, it will be more troublesome.

STORYBOARD

Because of the foreshadowing of story beats, it is very natural to enter this step. Each
moment is written on a piece of white paper whose aspect ratio is almost 3:4. Then I
draw a simple picture on the back of the article, including characters, scenes, and even
camera angles. The transition from words to pictures does not need to be perfect but
have necessary elements. (The order is from top to bottom, left to right)

Figure 12-16: rough storyboard
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Based on the rough drawing, these pictures have been deleted and added according
to the content of the story. Because they are single sheets of paper that can be
eﬀortless moved, so it is more convenient to add, delete, or even rearrange these story
beats or pictures. We could realize that the storyboard has no dialogues or sounds that
we can only understand by images that include characters, scenes, and approximate
camera angles. Thus, I have to draw feelings and their movements more noticeable. In
other words, I have to add enough actions in a scene to let audiences understand the
correct behavior's meaning of the character. Or add more shots to separate complex
activities.

I spent enduring time redrawing partly storyboards for having a satisfying ending. In
this process, I learned a thing about the picture's logic that it is eﬀortless for the
audience to understand what a character can do. As long as the behavior is given step
by step, the audience will understand it better. But on the contrary, it is diﬃcult to tell
what a character cannot do at a storyboard stage. For example, god cannot control life
and death, or god cannot bring people back to life. When I realize what those thoughts,
like rules, could not directly be narrated or challenging to be explained with pictures.
The situation caused some challenges to the end of my story. And even in the very end,
I had to modify my conclusion. In my first draft, my little protagonist wrote that he
wanted to resurrect his father, although it is impossible in the real world. And it is tough
to figure out the rules of withdrawing. Thus, I didn't spend more words talking about it
impossible to achieve this goal in reality. Instead, I gave a new answer for the boy. God
could respond to pious prayers so that children can feel dead relatives are always
around by their side when they miss them. After those steps, I decide how the end is
going. The goal for me is making the ending unexpected but reasonable. In the
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storyboard stage, the story becomes more comprehensive and logical. To sum up,
there is much information need to be told, but I need to understand audiences cannot
read what I thought, but they could feel what they see. Thus, controlling the picture's
logic within a reasonable method and cutting complex rules could let audiences
understand the story's logic or the ending better.

ANIMATIC

This step needs to be operated on a software, called TVPaint Pro 11, cause I would like
to use that software to make the whole film. Brian suggested that familiar with one
software to deal with a project is better to control files' format in long-term work. Then,
I scan the storyboard in order, or I can also take pictures. Anyway, it is crucial to import
storyboards into TVPaint in digital form. A piece of paper corresponds to a project at
software, which is equivalent to a scene. Or, called a shot. It will be much more convenient to add camera movement in that software in a separate stage.

An animatic is an essential method to know the timing and rhythm of a film. When all
the boards are imported into TVPaint, and added cameras are with movement, then
enough frames are given to each project, which has the duration. However, the period
is often be underestimated at this step, so I have to adjust it back and forth. A project
mentioned here is equivalent to a shot. Because I have some experience in making individual animation, so I have controlled the elapsed time for each shot. In the end, the
whole animatic would be about 4 minutes 21 seconds at the first version, because I
suppose the entire film is no more than 5 minutes to avoid it couldn't be finished on
time. However, this version only has still pictures with a camera move, or some are still
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pictures, which I should not spend too much time adjusting in the first version. The
reason is I should add more necessary details in every scene. Those are the main reason to aﬀect the duration. Like, diﬀerent characters' positions when they are moving,
characters' performances, expressions, etc. According to that, suﬃcient information to
know how much time should be kept. The animatic is an excellent way to let me know
the rough duration and gradually improve the story structure.

Animatic should consider many elements to adjust the structure. At this time, the rough
prototype of the film appeared. However, there are still many shortcomings. First, the
connection between shots is the plot's development's rhythm, yet it is not enough and
needs to be adjusted. So there are adding or deleting pictures or rearrange individual
shots. The work here is the same as the storyboard stage. If you make timely adjustments in the early stage, you will save a lot of time later. Second, the camera's location
is too single because the manuscript is scanned, flat, and I didn't consider space at the
storyboard stage, so the sense of space is not enough. After that, I tried to put the
camera in various places according to describing the plot. That is to say, considering
which character is the visual center, which is more in line with the current situation, the
feeling of audiences will be better from setting the camera in diﬀerent directions or angles. For example, if I want to highlight the colossal of the statue, I will use a lower angle camera; and if I want audiences to feel the depression, helplessness, and minuscule of the child, I would like to use the high angle lens.

What details setting in animatic would be better for the next step. For this, I also did
some works to make the next production part more smoothly. First, I got a suggestion
from the teacher Mari Blanchard, to set the canvas size larger than the camera to make
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it convenient for the characters to move without being restricted by the camera range.
Although the film is concerned, we only need to see the essential parts inside a camera. We still need to see the whole thing, including outside of the camera. Or it will narrow our sight down. Therefore, setting a larger canvas can solve this problem correctly.
Second, diﬀerent colors are used to distinguish diﬀerent roles. The characters in the
early stage are all stickmen, with no physical characteristics. With colors, other names
can be better separated.

CHARACTER DESIGN

In terms of character design, I decided to start with the small protagonist. The
character in my first draft was a high school student and born in China, so I looked at
many Chinese films and television roles for reference. There are many good-looking
actors in my cognition, but I tend to choose characters with unique temperament for
reference. For the thesis film, I suppose the actor is melancholy but bold. It was
decided that the actor in the movie "An Elephant Sitting Still" can be used as a
reference. I draw a lot of sketches to find my character's personalities.

Figure 17-19: Character design drafts
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After I drew a lot of concept drafts, I got feedback from my instructor Brian. He said
that the younger the protagonist, the more resonant or sympathetic the audience could
be. So I was rethinking my story again. I let the boy be comforted by his father instead
of saving his father from ghosts. Then, I decided to set the age of the child at 4 to 6
years old. For getting more references from real life, I try to go to the parks in my
community to observe children's actions and shapes. Although my story's cultural
background is litter similar to the set of ordinary times, I still have looked through some
old photos to study the approximate clothing styles of people of that era. Then, the
characteristics of the characters, which are more Asian, I also did some line art drafts.
There are many details when I draw symbols early, but it would be more challenging to
make it move at animation, so the characters' style of the thesis film will be more
concise.

Figure 20: Final design, turnaround of main character

Then, it's time for the supporting actors to be considering. I don't know where to start.
There are too many types of images that show up when I want to draw an unnatural
creature. Like, immortal in China, or spirits with the general shape, etc. I wasted a lot of
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time to choose one from them. However, why not combine them. They could have images that look like statues and could move as spirits, which is flawless for me to animate. I decided they could be spirits who exist in sculptures in the end.

It is also a reference to some Buddha statues in Chinese temples. Profoundly considering, one of them could be a female Bodhisattvas in Chinese Buddha statues. Because
thinking of Grandma Temple or the female figures, in my opinion, will make the protagonist feel relax or believe in that statue. Another idea is that there is no mother role in
the story. For instance, the prominent figure could be set as a female role, bringing a
delicate balance to those relationships. The remaining spirits are a couple of statues,
which are the patron saints that are very common in Chinese temples. If you know Chinese patron saints, there are many stories about them, but it is hard to present in a
brief animation. Thus, in my animation, I simplify their images repeatedly, and only it
will be useful to show they are secondary status from main statues. As for their personalities, I gave them diﬀerent small pictures at the beginning. One of them is often
smiling and do things tactfully. The other one looks more fierce but also more steady.
However, when embodied in the thesis film, too much performance should be added if
I want to show their ties. Also, it will distract the audience's focus on the main plot. As
a result, status' complex shapes are omitted when the animation has been made,
which only appears in the still picture.

Finally, I will design the role of father. This role is significant and the critical information
that constitutes the entire film, so it retains some of my father's characteristics.
Those characters bring a bright beginning to a film, which is crucial for making a thesis
film.
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Figure 21: Color designation of father and son

ENVIRONMENT DESIGN

There is a place in my hometown, a small island in the middle of the river, called
Dongzhou Island. I had an opportunity to go there more than ten years ago. The transportation to the outside world was by boat, and the round trip took about 30 minutes.
In my impression, there are still some aboriginal people on the island. There are
schools and a lot of vegetation. It is very primitive, and the scenery is outstanding. Why
did I think of that place as a setting background would be great? Because such a location is less aﬀected by the outside world, I feel that people who live in that place will
show their purest emotion and not be aﬀected by other factors. It is the hint of the environment to my story, which is the child's most natural feelings for relatives' death.
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Then I tried to find some photos of that place, but the appearance of more than ten
years ago has disappeared. The changes of the times have completely changed the
appearance of that place. So I have to combine my ideas with references to draw this
background, then I had the rough line art. However, before the traditional painting, I
had an opportunity to go to that place to have detailed information. Some environment
or spatial details problems were solved, so I adjusted the background's layout again.

Last but not least, there are stylistic thinking. Because most of my references are
based on reality, and I do like them more, I drew a concept picture based on my excellent idea, with characters and scenes. Again, the concept picture could be a guide for
my background. However, it will cost a lot of time to paint those multiple backgrounds
like the concept picture. I would adjust the final version of the environment for control
time.

Figure 22: Concept picture

Then I also looked for some references to see if I could adapt my style. The central line
art has been determined. It is looking for a color reference and how to handle the focus
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in the scene. In the later stage, light, shadow, contrast, and other relations can guide
the line of sight.

Figure 23: Credit part of Keep Your Hands Oﬀ Eizouken!

I also made some color scripts as a guide for coloring in the later stage, although it is
not very useful as a short film. Because I would adjust the whole tone of this film in the
end, but I could find out how much work there is after I roughly paint those backgrounds for the first time.

Figure 24: Color-script draft
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ROUGH SOUND DESIGN

The development of my story is mainly based on the inner state of the protagonist.
Therefore, at this stage, I roughly divided it into three sections to reflect the
protagonist's emotions. The mood in the first paragraph was flat, and there were no big
ups and downs. In the second part, the protagonist went to the temple and saw that
the older adult had successfully fulfilled his wish. The child suddenly had hope, and
this period of emotions would slowly push up. In the last part, the boy suﬀered a
setback, and his feelings reached a very low mood, but the little guy also accepted the
result, which is originally a wish that could not be realized. In the end, although he
calmly takes reality, he still could feel the hope from future life.

Writing down what I need for the music at this stage will be more explicit about the
film's feeling, and it is easy to adjust the rhythm of the whole movie.

FEEDBACK AND SOLUTION

At the end of a semester, committee members MJ and Stephanie watched my film from
a new perspective. As the latest audience's direct impression and reflection of a brand
new story, I think it is worth adopting. First of all, the starting scene in animatic that
needs to be modified. In the beginning, the little protagonist slowly approached the
temple and then observed from outside. But the problem is that the distance is too far.
There will be obstacles to necessary information transmission, so committee members
suggested setting the temple's initial scene. I think the suggestion is right. That is,
direct is also more eﬀective. But there may be some foreshadow showing for the boy's
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state, so I should portray the little protagonist's state first, which is the boy wants to go
to the temple but is confused about how to pray from statues. So there is the current
version.

PRODUCTION

PROBLEMS TO BE SOLVED BEFORE ANIMATION

According to some feedback from committee members, Brian re-discussed some
animatic issues with me, including the structure of the story. The opening part can
shorten the time, and it is better to go directly to the topic. Some actions were modified
to make the actions of this character meaningful and unmistakable. Some shots need
change. For example, firstly, I could use one image to include the child and the older
man, correspondingly fewer separate pictures of the older man shown to reduce this
older adult's significance. Secondly, the deity's assignment of two hands to do things
can be performed by body language. Thirdly, the wind chimes that appear in the
ending part need to change their movement's direction according to the front and back
shots. Finally, the compositing of the scenes where the father appears in the ending
needs to be modified because the father's spirit appeared before the spell's turning
point to protect the little boy from the ghosts approaching the little boy. But because of
rules, the part has been modified a lot. Spirits burned the spells when necessary first.
Then the father arranged to appear at the end.
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STAGING AND LAYOUT

The line art of the scene in the pre-production stage is preserved. In the production
stage, those line arts will be more instructive. I adjust the lens's position and direction
to be more attractive, although it also increased the perspective's diﬃculty. Fortunately,
the style is not very realistic, and the view could be acceptable in the style of painting.
According to some reference pictures, added elements to the scene could enrich the
image.

ANIMATION

There are general actions of the characters in the animatic, so the first step of the animation is to draw the character's critical frames according to the animatic instructions.
Here, Brian's suggestion is to use simple basic shapes to draw characters first, maintaining the correct form and saving the modification. I took a lot of references which I
used myself as a model. However, the movement of children will be a little diﬀerent
from adults. Children's actions will exaggerate a little bit. Afterward, I only watch the
shooting action, leave an impression in my heart, and then imagine how the child exercises. Later, when I was more proficient in drawing characters with basic shapes, Brian
suggested that I draw critical frames using concrete figures with hair and clothes to
speed up drawing keyframes.

After about 2 to 3 weeks of animation production, I received feedback about actions
from Brian. First, the continuity of the action between shots and shots needs to be
considered. For instance, the last image's final act should connect with the next shot's
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beginning action. Second, the characters' action requires more relaxation, which the
animation principle is used to handle the activity. To deal with it, I need to draw in-betweens carefully, where space and timing need to be considered. Third, the small details of the action, such as blinking, can make the character more vivid, which is a great
point to be kept.

INKING

Because the animation part lines are very random, the structure is not apparent, and
there is still room for improvement in my character movements. Therefore, I decided to
use inking those characters to make the action clearer. Although my abilities and giving
time are limited, I don't consider its style in the inking process has little eﬀect on the
story. Then, I choose to use a single brown line to outline the outline.

Although I have to choose to ink to improve the character's actions, inking still is the
most time-consuming. Because this step is not only to pay attention to the accuracy of
the line but also the accuracy of the moving object's structure, as a result, sometimes,
it can be processed in layers. Some immovable parts like faces can be divided into one
layer; other factors that require movement, such as facial features, can be divided into
another layer to ensure that the lines will not be significantly jittery. Because my
character's subtleties have too many actions, the screen's content will be messy if
those lines of names cannot be controlled.
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PAINTING

The steps for me to draw the background are to layout the line draft carefully and layout large color blocks. Then draw shadows, highlights, and textures based on the approximate light direction in each shot. I have taken a light and shadow class in
schoolism, and diﬀerent light and shadow eﬀects have other eﬀects on the narration of
the story, so I put the story's timeline in the time between dusk and evening. There are
fatty changes in a short period and diﬀerent eﬀects. Twilight hours are when the light is
the warmest, with a feeling of warmth and hope. In the evening, the anxiety of darkness
comes, but there is also the quiet under the moon shadow. Therefore, light and shadow
are deliberately used in diﬀerent scenes to express the sequence of time and again to
express emotional changes.

COLORING

The primary consideration is the color and brightness of the characters and the background. I am supposed to add light and shadow for characters so as not to float in the
environment.

FILE MANAGEMENT

Each shot includes character animation, background, and camera movement. Need to
pay attention to naming, sorting, and grouping when saving, facilitating reorganizing,
and consolidating those files to save time.
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POST-PRODUCTION

COMPOSITING

Each shot is exported separately from TVPaint. What should be noted here is to pay
attention to the time length of each shot to match the time of the picture-locked version that was exported before because it needs to match the composer's music. The
picture locked here includes all the final animation elements, for example, all the completed actions; the edited fragments, including transitions. So after combining the
background and animation in TVPaint, export it according to the picture locked version.
Divided into each shot to export is conducive to checking for leaks.

Figure 25-26: Compare between without eﬀect and adding eﬀect

After that, it was synthesized and toned in AE. The synthesis steps are more conventional, but the toning is a new step and has more eﬀect. After this step, the background
and the colors of the characters can be more unified. The names can be better integrated with the environment; it can eﬀectively supplement the light, shadow, and color
sense of the picture. The specific operation uses color gradients on the exported sequence images and superimposes them; then, add the light source; finally, soften and
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strengthen the light source and color gradients. The comparison eﬀect is as shown
above. In AE, the appearance eﬀect of the title and relatively simple moving objects,
such as the ship appearing in the picture above, are processed.

Figure 27-29: Title shown way

MUSIC AND SOUND EFFECTS

My vision of sound has also gone through three stages. In the first stage, I want to use
music to compose the entire film, but no, a melody is not enough to hold up a 5-minute
emotional change film. So in the second stage, only write music where needed and fill
in other places with sound eﬀects. However, my film has no dialogue, so if the plot beyond the emotional point only relies on sound eﬀects, or in other words, there is no
sound at all, it will appear empty. Then there is the last stage, with some tones to connect diﬀerent emotional points and simple styles to connect and transition. I feel very
thankful for my composer's constant modification and adjustment with this work.

Among them, an essential part is the music part. I have had no idea about the melody
that is very certain in the beginning. The method to deal with my insuﬃcient is to let the
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composer write part of the music according to the screen first. She chose to write lyrical music initially and slightly modified it to better match the mood at the end. But after
writing the complete piece, the overall perspective is somewhat diﬀerent from what I
thought. From this time, I gradually understood what kind of music I needed. Then I
decided to use some traditional Chinese musical instruments and find some Chinesestyle pieces to share with the composer to understand better the harmonious feel I
want.

But the shortcoming is the communication with sound design because the sound design is relatively late, and the experience is not enough, so the sound eﬀect did not
meet my expectations. Just fill in where needed. If I have a chance, I can carefully deal
with the sound eﬀects in the future. It could have been adjusted using the school's
software, but because of the epidemic, all the production process was processed on
my laptop, so there were still some restrictions.

EXPORT AND RELEASE FORMATS

The final synthesis is processed in PR. In order to avoid that the file size is too large
and it is not easy to handle, I divided the entire film into 4 sections in AE and exported
it. Then re-synthesize in Pr. Added opening and ending credits. In addition, due to the
adjustment of the policy this year, the graduation thesis needs to add subtitles. My film
has no dialogue, so I only need to deal with music and sound eﬀects.

Finally, the export of the movie is successfully completed.
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EVALUATION

SCREENING

My film MISS was released on December 4th, 2020, through RIT FVASA YouTube live.
Thank you very much for participating in the direct broadcast. The time in my movie is
from dusk to evening, so I chose to show it in the afternoon too, so I want the audience
to have a sense of time substitution.

FEEDBACK AND COMMENTS

Intuitively speaking, most viewers like my background and my processing of visual
eﬀects. Some viewers also suggested my color processing from dusk to evening. It is
also a detail I particularly like. I also like my character animations, camera processing,
and the plot's rhythm, allowing the audience to experience the characters' emotions.
But there are also some shortcomings, such as sound processing. Indeed, I don't have
much time reserved, and the sound eﬀects are not fully fitted; even for understanding,
Peter said that the existence of ghosts might be removed, and only concerned just for
real characters, it would be more in line with his taste. But some people hope that I can
make the image of ghosts more unique. I wanted to do the subject of spirits, which is
why I kept it until the end. However, maybe my processing is not in place, which will
make the audience feel that the character I set does not play its due role. However, it is
also the diﬃculty I encountered when dealing with the script, which is directly reflected
in the movie. The second place that makes the audience question is at the beginning,
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thinking that children and the elderly are related. It is also the more diﬃcult part of the
short film. One or two sentences can explain things rather than use complex animation
performance. However, I still have some demands for pure performance. It is a problem
that exists in the early stage. Either make fair use of lens language to explain or design
dialogues for characters. These problems are the secondary role's inadequate
handling, where I need to pay attention to the future story. The third one might be in the
end. The audience hopes that the child can turn around and see the father, but I want
to express that the child can feel it, but the reality is that he can't see it. The end may
be an inconsistency in understanding. But everyone's expectations for the ending are
diﬀerent, which is natural. I can only say that I also tried to be more brilliant in the
finishing process, but I am delighted with the results so far.

Generally speaking, the storyline is clear. There will be flaws in the film, but this is also
the direction I will work hard in the future, making the plot clearer. This film is a little
more personal, but I want to share this unforgettable experience to commemorate it
forever. I am also very grateful to my instructors and classmates for their
encouragement that I would have the confidence to keep working on animation. I will
try my best to maintain my original intention and have the opportunity to continue to
make better and more movies.
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CONCLUSION

Although this thesis film was presented after one and a half years, the actual
production time was about 14 months. I am very grateful for the opportunity to
complete a short film independently. The film has gone through too much from the
initial conception to its formation. Whether it is the preliminary script, the intermediate
animation and background production, and the later period, every experience is a
valuable asset. I can make such a story at this particular moment, which is
undoubtedly the most worthy of collection and souvenir for me. Although I still have
many shortcomings, I am grateful that I can work wholeheartedly and use my abilities
to keep my father's nostalgia forever. Looking back at the three short films produced at
RIT, I also saw my growth. From the very beginning, I was enthusiastic about animation
production. Later, I gradually learned about animation, making animation, telling a
story, making character animation clear and natural, and understanding that a
complete animation requires more than just drawing. It does not only do animation
itself but also how to cooperate and communicate with others. I still need to do a lot,
and I gradually know the direction I want to go, hoping to make the choices I want and
then continue to improve.

At the same time, I am also very grateful for everything I have experienced at RIT. The
lessons taught by every professor have benefited me a lot, aroused me to think more,
and inspired me more possibilities. I have also learned a lot from getting along with my
classmates and friends. The exchanges and sharing with them have made me look at
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the problem more diversified. It is not just the animation itself but also has a positive
impact on my future life, study, and work.

Finally, thank you, family, and friends who have always supported me.
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APPENDIX I
ORIGINAL PROPOSAL

Touch
A Working Title for a Thesis Film by

Jiahui Liu
2D Anima<on

Thesis Proposal
For MFA in Film and Animation
School of Film and Animation
Rochester Institute of Technology, Rochester, New York
April 2019

Approved for Submission
___________________________________
Brian J Larson, Thesis Chair
Title: Touch
Technique: 2D Animation
Genre: Narrative
Length: 5 minutes
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Logline:
In the process of growing up, it is indispensable to face the death of people around you.
Moreover, you not only know about this, but you are also aﬀected by it.

Treatment:
(BEGINNING) A liMle girl named Sophie is playing with a rope, then she weaves a paMern with that
rope, and she looks around for someone could play the game with her. No other people in the
yard of a hospital, only an old man wearing a pa<ent’s suit sits on a bench nor far away. Sophie
runs to the old pa<ent named Gary.
A woman, she is the mother of the liMle girl, wearing nurse’s suit is looking them through the
window of the hospital building.
Gary looks at the rope in the hands of the child and then he tries to play with her. They have been
playing together for a long <me and have had a very happy <me. It is late, Sophie’s mom comes
over to picks her up who is wearing coat but the nurse’s suit inside the coat could be seen. Gary
<es the rope on Sophie’s head and makes a ponytail for her before she leP.
The next day, Sophie comes to Gary again. However, she forgets to take the rope. Gary takes a
branch and begin to paint in the ground for her.
(Montage) Day aPer day
Sophie, with some crayons and papers, begin to draw ﬂowers, trees, and anything around she.
Like, some puppies pass by occasionally. What she drawn are hard to tell, but Gary could draw it
very well. Then, Gary teaches Sophie how to draw a buMerﬂy.
Another day, they fold some paper boats, and then put those small boats on a fountain in the
hospital. Gary appreciates the surrounding scenery in the moment, and both of them smile
happily when they see those small boats ﬂoa<ng in the surface if water.
Sophie said goodbye to Gary and then runs to her mother.
(THE LOWEST BEAT) Another day, Sophie comes to the same place where is near the bench on the
hospital, but she does not see Gary. She takes a branch to paint on the ground alone. A buMerﬂy
comes by, so she gets up and run to chase it aPer puUng the branch. APer a while, Sophie sits
alone on the bench and shakes her feet. It is too late, and Sophie’s mom comes to pick her up. She
hugs her mom’s leg, and breathe deeply and then hug more intense. In the car, Sophie falls asleep
in the back seat of the car.
(CLIMAX) Sophie is in a strange world now with strange buildings and environment. However, the
surrounding environment becomes dark slowly. Then, this place is gradually ﬁlled with strange
creatures, the atmosphere is serious. There is crying or laughing from the crowd. Then, the world
begin to rain and all the creatures gather in a place. And Sophie is surrounded by them. Sophie
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wants to leave, but the strange creatures are constantly coming close. Then, she cries
uncomfortably. At that moment, a small paper boat falls out of her pocket. Sophie tries to get the
paper boat, suddenly, the smile of the old man shown on it.
Sophie looks up, there are some items scaMered on a road ahead, all those items related to Gary.
Like, branches, pencils, pain<ngs, etc……. Items guide the direc<on of somewhere. There is a
warm light in front of Sophie, and her mother is in the side of light. Sophie steps forward to grab
her mom’s hand.
Suddenly, the creatures where in the side of dark behind Sophie and her mother turn into ordinary
humans. They are siUng in chairs of a church.
Sophie is held by her mother, wearing a red string on and puUng a picture next to Gary’s portrait.
The pain<ng is a park to which Gary and Sophie oPen go, the color of the pain<ng is bright and
comfortable and the pain<ng looks very nice. This is learned from Gary.
(IN THE END)Sophie siUng on a bench where she played before. Then, a liMle boy comes over.
Sophie looks at him. The liMle boy started playing the game which is turning the rope. Sophie
smiles and goes to play the rope game with the liMle boy.
End
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Visual Style:
Mainly in the form of 2D to express visualized ghosts. Animated with tradi<onal hand-drawn
anima<on and APer Eﬀect anima<on. There are cleaned lines in the characters in reality, but not
in ghosts. There are only two main scenes, mainly the hospital yard and the funeral loca<on. Part
of the background style will refer to tradi<onal Chinese pain<ng, there will be some blank in the
background.

Ra<onale:
I always wanted to paint a story related ghosts. In tradi<onal Chinese culture, ghosts are actually
a combina<on of gods and monsters. In China, ghosts are diﬀerent and have their own
characteris<cs. In my genera<on, most of the ghost legends that we learned from the stories was
told by grandparents. I think it is an ar<s<c carrier that expresses the thoughts and emo<ons of
the people before.
In the past two years, two family numbers have passes away and let me re-understand the
meaning of death. In China, there are also memorial service and funeral, but one of the contents
of the funeral is worship. In China, it performs memorial rituals for a dead person.
Part of China's ghosts stems from the imagina<on of the deceased's rela<ves or friends. In
ancient China, there were many disputes about how ghosts born. I chose one of them to conceive
my story. That is, "aPer death, the soul of deceased turns into QI, like a gas. It is aMached to
objects and objects has spirituality." And people will learn how to face the future life from the
feature of ghosts.
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Budget:
#

Descrip<ons

1

Story

2

Talent

Qty Units

Fee

Subtotal Total
$0.00

Director 1

In Kind

$0.00

$0.00
$0.00

3

Produc<on Personnel
Animator 1

In Kind

$0.00

Eﬀects Anima<on 2

In Kind

$0.00
$0.00

4

Travel & Loca<on

$0.00

5

Produc<on Equipment
Portable Hard Drive 1

Drive

$100.00

$100.00

TV Paint SoPware 1

In kind

$0.00

Adobe Suite SoPware 1

In Kind

$0.00

Pro Tools SoPware 1

In kind

$0.00
$100.00

6

Art Direc<on

7

Studio Rental

8

Recording Media
DVDs 30

9

DVD

$0.00

$0.00

In kind

$0.00

$0.00

$0.50

$15.00

$15.00

$100.00

$100.00

In Kind

$0.00

Sound & Music
Composer 1
Sound Mixer & Designer 1

$100.00
10

Edi<ng & Finishing

11

Oﬃce
Fes<val Funds 10

Entry Fees

$30.00

$0.00

$0.00

$300.00

$300.00

Subtotal $515.00
12

Con<ngency
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15.00%

$77.25

Total

$592.25

Produc<on Schedule:

Fall Semester

Spring Semester
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Inspira<on Stuﬀ:
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APPENDIX II
STILL PICTURES FROM MISS
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